WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video games, 
including games played on the PlayStation®2 console, may induce an 
epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an ) 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

e This disc is intended for use only with PlayStation®2 consoles with the 
NTSC U/C designation. 

¢ Do not bend it, crush it or submerge it in liquids. 

e Do not leave it in direct sunlight or near a radiator or other source of heat. 

e Be sure to take an occasional rest break during extended play. 

e Keep this compact disc clean. Always hold the disc by the edges and keep 
it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 

Never use solvents or abrasive cleaners. 
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GETTING|STARTED. : 


- We, 
memory card slot 2 disc cover 
ball 
pega ss es eee on/standby/ 
reset button 
IR receiver 
USB connectors — 
controller port 1 
controller port 2 


Set up your PlayStation@2 computer entertainment system according to the instructions supplied with your 
system. Check that the system is turned on (the on/standby indicator is green). Press the OPEN button to open 
the disc cover. Place the Heatseeker™ disc with the label side facing up in the disc holder, and then close the disc 
cover. Attach game controllers and other peripherals as appropriate. Follow the on-screen instructions and refer 
to this manual for information on using the software. 


MEMORY. CARD (8MB)(FOR PLAYSTATION®@2) 


To save game settings and progress, insert a memory card (8MB)(for PlayStation@2) into MEMORY CARD slot 1 
of your PlayStation@2 system. You can load saved game data from the same Memory Card or any Memory Card 
(8MB)(for PlayStation@2) containing previously saved games. 


/DUALSHOCK®2)ANALOG CONTROLLER 


The digital controller is not supported by this title. 


STARTING UP 


DUALSHOCK*2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button pol oer R1 button 


directional 
buttons 


A button 
left analog stick © button 


(L3 button when pushed down) 


SELECT button X_ button 
ANALOG mode button ——————— CO button 
START button 

right analog stick 


(R3 button when pushed down) 


STORY; INTRODUCTION. 


You are Mike “Downtown” Hudson , a cocky young recruit fresh out of flight school and on your way to your first combat posting as a pilot 
for the International Council. 


You've been sent to a tropical island paradise, Lord Roberts Island, but it may not stay that way for much longer. Tensions are mounting 
worldwide as a number of regional flashpoints look like exploding into violence. 


Just near your base, pirate attacks and raids have been on the rise. Passing freighters are under threat, as the criminals gain access to heavy 
firepower from unknown sources. 


In the Caribbean, outbreaks of gun trafficking and smuggling have cast a shadow over tourism and the peace of the locals. 


In the Southern Ocean, arguments and harsh words are flying back and forth over the discovery of a large oil field as ex-superpowers and 
rival nations struggle to control the scarce, valuable resource. 


And worst of all, the secretive dictator who rules the pariah nation known as the Oligarchy of Kamcha has withdrawn from international talks 
and refuses to allow the IC to inspect their weapons programs. 


Can you stave off a world-wide conflict or has the countdown gone too far? 


s ) “ANGEL” V 
A strong young woman with a steely determination, Soledad has always worked towards her goal of becoming a fighter pilot. She is brave, 
implacable, stubborn and unrelenting in her single-mindedness. 


if j vr 
“Eyeball” comes from the ranks of a government organisation by the name of Spearhead, an adjunct of the mil 


ry that combines 


intelligence gathering with military operations. He is your liaison on many missions, and a source of useful information about the 
“big picture” around you. 


A cunning man with excellent timing, he and his consortium of thugs, arms dealers, assassins and terrorists were ready and waiting to seize 
control when the People’s Republic collapsed. Since then, the newly named “Oligarchy of Kamcha" has been a land where unscrupulous 
corporations and governments can do business without thought of human rights or labour conditions. The IC has long suspected him of 


sent on missions where deniability is an issue. 


[PITCH ae "i THROTTLE 
we. lowers the nose of the plane, ee AIRBRAKE; 


so that you climb or descend. es or decreases power to the engine 
chagges your speed. Changes in 

1 are not immediate, and there is 

lag before the plane responds 

ges in throttle. Holding back 

analog stick engages your 


and will slow you rapidly. 
user holds the stick forward 


full power the afterburner 
ngage. 


ARCADE/MODE:} its , ji Sy PROFESSIONAL) MODE: 


=> Steers the plane left and right while in Arcade mode. This Ye ==> Rolls the plane left or right through 360° without any 
control method is relative to the screen, and will only roll up to limitations. To turn hard, roll your plane onto its side and then 
90° without using the right analog stick. use the Pitch control to pull your plane's nose up. 


IBASIC/MENU|CONTROLS} 


Press the directional buttons or use the left analog stick to browse or cycle through the different options. 
© Press the X button to select an option, "= directional buttons to change the current option. 
¢ Within the submenu, press the A button to return to the previous screen. 


ARCADE|VS]PROFESSIONALTCONTROLS| “33 


Arcade controls allow you to steer your plane with one stick, and combines the actions of Roll and Pitch together. You cannot roll. 2 
with arcade controls. Professional controls require you to separately roll your plane and then pitch back to turn. This may better suit f 
are used to playing flight simulations. Try both styles and see which suits you better. Players that are familiar was her popular jet 


game series may find control configuration Alternate 1 is more familiar to them. - ; 

Ms — 

‘ 
HEIGHT/AND}ZONE| LIMITS) ate 
In Heatseeker the upper operational limit is 3000. If you fly too high, you will be warned, if you heading up you'll hit the cet zor r 


and be reset back down in the combat area. The same thing happens if you hit the edge of a combat zone you are in. 


ITAKE[OFES)AND) LANDINGS) 


To take off, hit your afterburners when instructed to and pull back on the stick when you've got ough speed. To land, use the navigation 
aides supplied to guide you towards the carrier from behind, and slow right down until your wheels deploy. Once you've touched down, hit 
the brakes. 


(COMBATICONTROLSAWINGMAN|CONTROLS) 


RUDDER/[HOLD] 


allows your plane to 
yaw left and right. 


IFIRE|CANNON] |FIRE|PRIMARY, WEAPON 


Fires your plane's cannon. Cannons range from 20mm to 30mm Fires missile, bomb or torpedo weapons depending ‘on what your 
depending on your plane type. Cannons will fire at their max rate for plane is loaded with. All weapons have a reload time before they 
a short burst and then slow down as they overheat. can be fired again. Lighter weapons reload faster than heavy ones. 


WEAPON [CAMERA [HOLD J 


Weapon Camera -As long as you hold down the button, the 
camera “rides” the weapon you just fired. GPSB and SGB-500 
bombs can be manually steered using this view. 


/LOOK(¢TO}TARGET| [HOLD]: 


Changes to a view that will show the current target in relation to 
your plane. Useful for getting your bearings in a fight. 


CYCLE/ PRIMARY(WEAPON: 


Cycle Primary Weapon - if your plane has multiple primary 
weapons, this button cycles through the available ones. 


ofA WINGMAN{ORDERS} 


The directional buttons enable you to 
give commands to your wingmen. (More 
specifics on the commands are available 
on page 6.) 


r= RADAR]}Z00M}TOGGLE| 


Switches between different zoom levels 
‘on your radar. 


REAR] WIEW/CHOLD]. 


Looks behind your plane to see who is 


= MAPIVIEW) ‘on your six, 
Brings up a map over the screen 

that shows the layout of the level (CLOSEST; TARGET: 
and the location of your enemies. Targets nearest enemy. 


Press 4 in this mode to swap between 
map zoom levels, 


(CHANGE (VIEW 


Changes between two different third- 
person cameras and a first person cockpit 


INEXT|TARGET: 


Swaps between available targets, depending on which is 
closest onscreen to your gunsight. 


view. Also skips in-game cutscenes, PAUSE} 200M 
Z00M)[HOLDI: 
Pauses the game and brings up the Used to get a better look at your enemy, and also increases 
Pause Options menu. the speed of your ID scanners. 


(STEALTH| MODE; 


Many planes in the game have a “stealth” mode that can be engaged by pressing L3. Engaging stealth prevents enemies from being able 
to lock on you. Stealth power builds up as you make kills. Some planes are stealthier than others, and as a result can stay in stealth mode 
for longer once it is engaged. 


EVASION! MOVES 


When an enemy fires a missile at you, a “Missile Alert” pop up will warn of an incoming threat. You will then have a brief window to execute 
the command that is displayed on screen, this will cause you to do an evasion move and the missile will miss. Hitting the wrong control when 
prompted means you will take a hit. =: 


WINGMAN| CONTROLS 


You can control up to two wingmen who fly along side you during missions. They can perform a number of tasks in the game if you instruct 
them to by using and $ on the directional buttons. These commands are context sensitive depending on whether you have an enemy or 
a friend currently targeted. 


© COVER ME - directional button $. Wingman returns to the player's formation and will only leave your side if you come under 
attack by an enemy. They will attempt to destroy anyone that attacks you. 


© PROTECT ALLY - directional button 4. Wingman will defend the currently selected friendly unit against anyone that attacks it. 
¢ ATTACK - directional button 4. Wingman will attack the enemy the player currently has targeted. 


STARTING A GAME: 
GAME MODES & GAME OPTIONS 


GAME MODES 


A number of different game modes and options can be accessed from the front-end menu screens. Press the X button to move forward 
through the screens, and press the A button to cancel an option or move backward through any screen. 


CAMPAIGN MODE 


Take on the role of Mike "Downtown" Hudson as he fights his way through four campaign areas and 18 missions. You will be restricted 
to planes found in the inventory of the International Council that you have unlocked, plus any plane you capture. 


MISSIONS MODE: 


Once you've completed a mission in Campaign mode, you can go back and replay it using any plane you've unlocked, even enemy planes! 
Try higher difficultly levels to unlock more hidden planes and hidden weapons packs. Can you unlock the ultimate weapon? 


OPTIONS: 


Video, audio, and control settings can all be customised from the Game Options screen. 


DIFFICULTY LEVELS 


There are three difficulty levels in the game, and on each mission there is one unlockable bonus for each of these difficulty levels. On Rookie 
difficulty level, your plane can take more damage before it explodes and only a few enemies can attack you at once. On Ace, however, you 
get no mercy. 


IN-GAME OPTIONS 


Once you're past the front end menus and are playing the game itself, pressing the START button at any time pauses the game and brings 

up the in-game options menu. 

* — Orders - Current objective: At the top of the screen, your current mission objectives are displayed. 

* Resume Mission: Returns you to the game. 

* Message History: Displays a scrolling list of all the messages the player has received so far, plus any objective related messages. Useful 
if you become confused about what to do next. 


Retry From Checkpoint: Restarts the mission from the last checkpoint reached. 

Retry Mission: Restarts the current mission. 

Options: Video, audio, and control settings can all be customised from the Game Options screen. 
Quit To Main Menu: Returns you back to the front of game menu. 


RETRY /REPLAY COMPLETE/ MISSION COMPLETE OPTIONS 


If you complete a level or if you die, you are shown a post-mission screen with the following options: 
. Continue: Proceeds to the debrieifing screens if the mission was completed. 

Retry From Checkpoint: Restarts the mission from the last checkpoint reached. 

Retry Mission: Restarts the current mission. 

Quit To Main Menu: Returns you back to the front of game menu. 

View Replay: Loads the replay for the mission. 


REPLAY OPTIONS 


If you watch a replay and pause during the replay, the following options are shown: 

. Resume Replay: Resumes replay from when it was paused. 

° Restart Replay: Restarts the current replay. 

. Retry From Checkpoint: Restarts the mission from the last checkpoint reached. 
° Retry Mission: Restarts the current mission. 

. Quit To Main Menu: Returns you back to the front of game menu. 


TOYS & GUNS: 
SELECTING & UNLOCKING PLANES AND WEAPONS 


BONUSES - HIDDEN WEAPONS AND PLANES 


On each level, there are three hidden bonuses for you to find and unlock. You gain these by destroying or protecting particular targets. 
One can be found at Ace level, one on Pilot, and one on Rookie. That means on Ace level, you could potentially find three bonuses in 
a level. 


Only by playing through each level at Ace can you unlock all the planes in the game. Keep an eye out for these targets of opportunity. 


UNLOCKING PLANES 


‘As you play through campaign mode, advances in technology anc resupply deliveries from home base will allow you access to better, faster 
planes as they roll out of the International Council's munitions factories, By completing bonus objectives within levels, you will also gain 
access to enemy planes. These can only be played within MISSION mode. 


UPGRADING PLANES 


You can gain upgrades of planes by completing bonus objectives, located throughout missions in the game. Upgraded planes are faster, and 
tougher than the base model. They generally have more hardpoints and bigger weapons bays for carrying more firepower. They also have 
wicked paint jobs, just the thing for turning heads on the battlefield. 


coecee 


UNLOCKING WEAPON PACKS 


Early versions of planes have one or two “Weapon Packs” available to them when they leave the factory. You can unlock extra destructive 
firepower and cool new weapons for these planes by finding the unlockable bonuses within each level. Version 1 planes have access to two 
weapon packs, Version 2 planes get access to three weapon packs, and Version 3 planes get access to four weapon packs. You will often find 
you can unlock weapon packs before you've got the plane that it attaches to. 


HUD/ AND) ON: 


_ ALTIMETER 


"This readout shows your height above sea level. Don't 


confuse it with your height above the terrain, unless you 
want to make an unexpected and violent “landing.” 


SPEED. 


This readout shows how fast you are going. “Very fast 
indeed” is usually the answer, 


HEALTH 


~ Shows how much damage your plane has taken. Green is 


A-OK. Yellow/ Amber is medium damage. Red? Your plane 
is about to come apart on you. 


THRUST / AFTERBURNERS 


“This readout shows the throttle setting your engine is 


currently at. If it Is red, you have engaged your afterburners 
for extra speed. 


NAVIGATION/ COMPASS 


“This display across the top of the screen shows your current 


directional bearing. 


SCREEN) INTERFACE, 


7. 


This display shows the location of friendly and enemy 
units all around you, Friendlies are shown as blue blotches, 
enemies are green blotches, and your current target is a red 
dot. A white line shows the edge of the mission area. 


GROUND AND AIR HUD MARKERS 


These targeting markers show ground and air targets, 
Ground targets have a flat bottom line. White markers signify 
neutral or unidentified targets. Blue markers are for friendly 
units, green are enemies. The reticule flashes to show 
your current target, and turns a solid red once you have a 
successful lock. 


BOMBSIGHTS 


There are a number of different bombsights but they all 
function in a very similar fashion. The vertical line shows 
the direction the bomb will drop, the large circles show the 
extent of the explosion and whether you will hit a unit or 
not. If you are locked on the target you are trying to hit, 
these sights will turn red when you are “leading” the target 
correctly. 


DIRECTION TO TARGET 


This red arrow shows which way the player should turn to 
track their current target. 


HUD/AND' COMBAT; INTERFACE) 


— 


$F re 


TARGETING / LOCKING RETICULE 5. 


The exact shape of this display differs depending on which 
weapon you are using, but generally it is green and located 

in the centre of the screen, When an enemy comes into range, 

and within the arc at which your weapon will lock, part of 6. 
this display will “hunt” towards the target and eventually 

get a lock on it. 


LOCKED RETICULE 


Once “your weapon is locked [see above] the ‘sight turns 
red. If you fire the weapon now, it will track the enemy and 7. 
attempt to home in on them. 


GUNSIGHT, 


The gunsight is the upside down “T” that floats in the centre 
of your screen, and lags as you turn. This shows the amount 
you have to lead a target. Put the "T” over your target and 
fire, its simple as that. If you have the target locked, this sight 
will turn red when you are in a position to hit 


WEAPON INDICATOR 


This display, in the bottom left shows the currently selected 
weapons and information relating to it. 


Weapon Count 

Shows the amount of that weapon you currently have 
available to fire. If you are unable to fire a weapon, the blue 
lines at either side of this display tum red. 


Weapon Reload 
The icon for each weapon will "fill up” as each weapon 
reloads and becomes available to fire. 


Weapon Profile [Sea, Air, Ground) 

The small icons on the left side indicate the type of targets 
that can be destroyed by the currently selected weapon. 
Planes, Ships and Ground units are the three choices. 


Gun Overheat 

This small round display turns red when your gun is 
overheating. This reduces its firing rate and effectiveness 
until you stop firing and let it cool down. 


3 FULCRUM 


ID DISPLAY 


This text display shows what your current target is, and if it 
is in range or not. 


HEALTH BARS 


“Health bars are either displayed as part of the targeting 


reticule for enemy units, or as a large bar for friendly units 
that you have to defend. They give an indication of how the 
unit is doing. 


RANGE DISPLAY 


This numerical display comes up under your currently 
selected target and shows your distance to it. Useful for 
working out what kind of missile you want to use on 
the target. 


TORPEDO INTERFACE 

When using Torpedo weapons [C-SALT and ASAM] this 
dialog is displayed to show the player when they are within 
the launch envelope for that weapon. You must be below 
50 and going slower than 500 or your torpedo will explode 
when it hits the water. 


WINGMAN COMMAND POP UPS 

When you give orders to your wingmen, these circular 
displays are flashed up in the centre of the screen to show 
you what commands are available, 


ROLE: Trainer/Light Fighter Versions: 1 


The agile 7-45 is forgiving to fly and perfect for all training roles, plus has the ability to carry light 
weaponry for when the going gets tough. 


Strengths: Agility. Weaknesses: Easily damaged. 


ROLE: Multi-role ~Versions:2 
The Falcon is a superb multi-role fighter able to strike at both ground and air targets. It is agile and 
reasonably tough, but not the fastest plane in the inventory. 


Strengths: Wide weapon choice. Weaknesses: Slow compared to some planes. 


ROLE: Air Superiority Versions: 2 


The Eagle entered service in 1974 and is still constantly upgraded to include state of the art equipment. 
One of the longest service fighters, this stalwart was still the US Air Force’s premier fighter in the 
year 2000. 


Strengths: Speed, long range missiles. Weaknesses: Poor ground attack ability. 


ROLE: Fighter/Attack Versions: 2 


The Super Hornet is an excellent naval and surface attack aircraft that handles very well for something 
that carries all those weapons. It has a huge payload capacity and is a resilient fighter. Variants include a 
two-seater, a reconnaissance aircraft and a night-attack fighter. 


Strengths: Large weapon load. Weaknesses: Poor comparative anti-air abilities. 


VF 2 NIGHTHAWKG 


ROLE: Precision Strike ‘Versions: 2. 
The Nighthawk was the worlds first operational stealth aircraft, but it paid for its invisibility by being 
almost impossible to fly. It packs a punch, but even it is superseded by the F-35 and F-22 

Strengths: Stealth, precision weapons, Weaknesses: Easily damaged, handles badly. 


135) LIGHTNING) II] 
ROLE: Surface Attack Versions: 3 


The multi-role JSF combines a stealthy radar profile with a huge carrying capacity and the latest in ultra- 
high tech weaponry. It is capable of turning on a dime and punching well above its weight. 


Strengths: Stealth, High-tech weapons. Weaknesses: good all rounder. 


ROLE: Air Superiority Versions:3 


Arguably the world’s best air defence fighter, the F-22 is stealthy, fast, manoeuvrable and heavily armed 
with advanced anti-air missiles. If you need to take out enemy planes, this is the jet for the job. 


Strengths: Stealth, speed, long range missiles. Weaknesses: Poor ground attack ability, 


TOP{SECRETg 


ROLE: High-Speed F Reconnaissance 


~ Versions: 1 


This “black” project was under wraps for many years, and the full extent of all the records it holds will 
probably never be known. Capable of insane speeds, it would glow red-hot as it flew through the air. Can 
you earn its secrets? 


Strengths: Speed, WMD. Weaknesses: Handles poorly. 


THE; ENEMY; S' PLANES; 


MIG-27/FLOGGER] 
ROLE: Ground Attack Versions: 2 


Based on the MIG-23, this swing-wing fighter is an air-to-ground workhorse with a variety of weapons 
at its disposal. Unfortunately it is not very tough. 


Strengths: Varied weapons. Weaknesses: Easily damaged. 


YAK; 14 If FREESTYLE 


ROLE: Carrier Defence Versions: 1 


The VTOL capable Freestyle provides combat air cover to small carriers and airfields, It is agile, but 
cannot carry much in the way of weapons. 


Strengths: Agility. Weaknesses: Easily damaged, small weapons load. 


/MIG-3 1] FOXHOUND 


ROLE: Interceptor Versions: 2 


The tough, powerful MIG-31 was designed to catch supersonic bombers and knock them out of 
the air. Its immense speed and heavy anti-air weapons make it a dangerous enemy, but it can be 
outmanoeuvred in a dogfight. 


Strengths: Fast, tough, Weaknesses: Steers like a cow. 


ROLE: Multi-role “ ~ Versions: 3 


The MIG-29 is an agile and versatile fighter well suited to both anti-air and air to ground missions. 
It carries a wide range of weapons and is capable of delivering them with great accuracy, 


Strengths: Multi-purpose. Weaknesses; Not very tough. 


SU-27/ FLANKER 

ROLE: Air Superiority Versions: 2 
The SU-27's surprising manoeuvrability has led to the downfall of many an opponent who found it 
impossible to keep the Flanker off their six. 


Strengths: Advanced AA. Weaknesses: Easily damaged, small weapons load. 


(SU-34/ FULLBACK: 

ROLE: Heavy Attack Versions: 2 

This huge, 2-seat surface attacker carries a massive load of weapons, yet still has room in the cockpit 
for a toilet and kitchenette. The pilots of this plane, as a result, are usually hopped up on coffee. 


Strengths: Tough, armed to the teeth. Weaknesses: Sluggish to turn. 


SU-37{ SUPER] FLANKER 
ROLE: Air Superiority 

How can you improve on the already manoeuvrable Flanker? Give it canards and a thrust vectoring 
engine, that's how, The SU-37 can fly 4 as d a&k — tat seem impossible to most planes. 


Strengths: Agility. Weaknesses: Easily damaged, small weapons load. 


~ Versions:2 


~Versions:3 


This 5th Generation fighter has stealth abilities and carries the latest in high-tech weaponry for 
attacking ground and air targets. It is large and fast, and quite manoeuvrable. 


Strengths: Stealth, heavy weapons. Weaknesses: Good all rounder. 


ROLE: Air Superiority "Versions: 3 


The big, powerful SU-47 has forward swept wings for advanced handling and is packing the ultimate in 
anti-air missiles. It is also stealth capable, This machine is designed to give the F/A-22 a run for its money. 


Strengths; Fast, agile, powerful. Weaknesses: Poor ground attack. 


THE| WEAPON LIST, 


Both sides in the conflict have a similar range of weapons available to them, with some exceptions for special high-tech weapons that have 
not been duplicated yet by the scientists of the other side. 


ANTI/AIR WEAPONS 


TARGETS: AIR, SURFACE = RANGE: SHORT DAMAGE: HIGH NUMBER: SPECIAL 


Your guns are a powerful weapon best used in short bursts to avoid overheating. They are only effective at ranges of less than 1000m, 
and more effective the closer you get. The larger the gun, the more damage each shell does. 


SRAM[S SAM 


TARGETS: AIR, SURFACE © RANGE: SHORT © DAMAGE: LOW NUMBER; up to 2 
This default weapon is useful against both ground and air targets, and is a fire and forget weapon. The main drawback is their 
small damage. 


ARAM) &(RHM i 


TARGETS: AIR RANGE: MEDIUM DAMAGE: HIGH NUMBER: up to 2 
These missiles are active radar homing, which means that you need to keep their target centred within the circular areas displayed 
on the HUD, They are best used at medium to long range, and have a large warhead. 


IMRAN: ADM SII Soe isc aaa x 


TARGETS: AIR RANGE: MEDIUM DAMAGE: MEDIUM NUMBER: up to 4 


These fire and forget missiles use advanced targeting and are capable of homing on 2 enemies simultaneously. They pack a reasonable 
punch and are useful for dealing with groups of bad guys. 


TARGETS: AIR RANGE: LONG DAMAGE: LOW NUMBER; up to 4 


These massive fire and forget rockets have a large warhead and use advanced targeting to lock on up to four enemies simultaneously 
at long range. They are the ultimate in anti-air weaponry, but have a long reload time. 


ANTI-SURFACE WEAPONS 
frocktarneon 


TARGETS: AIR, SURFACE RANGE: SHORT DAMAGE: LOW NUMBER: up to 2 


These unguided, “dumb” fire rockets are fired in bursts of six or eight. Each one has a small area effect warhead. They can be used 
to hit both air and ground targets, 


IGAM[&«MAG-M : 


TARGETS: SURFACE RANGE: SHORT § DAMAGE: LOW NUMBER; up to 4 
These laser-guided air to ground missiles are designed for tank killing and small, non-hardened targets. Up to four can be fired at a 
single target or at a number of targets. 


ILSMRI 


TARGETS: SURFACE RANGE: MEDIUM DAMAGE: MEDIUM NUMBER: up to 4 


These radar-homing missiles were originally intended for anti-shipping missions, but have proven themselves to be deadly on any 
surface targets, Up to four can be fired at a single target or at a number of targets. 


SLAM RLS HASH, 


TARGETS: SURFACE RANGE: LONG DAMAGE: HIGH NUMBER: up to 4 


Cutting edge, advanced cruise missiles with surface following trajectories and massive warheads. They can take out hardened targets 
and have a wide explosion radius, 


TARGETS: SHIP RANGE: SHORT DAMAGE: HIGH NUMBER: up to 4 
These modern takes on the old air-dropped torpedo use the latest in supercavitation technology to burrow through the water at 
300 knots. Capable of snapping a ship in half with a single hit, they are powerful but tricky to use as they are unguided. 


DUMB) BOMBS aq B 1 K4B2K4BS004B 1 000, 


TARGETS: SURFACE RANGE: BOMB DAMAGE: LOW/MEDIUM NUMBER: up to 4 


These traditional “Iron” bombs are unguided and come in two sizes 1000Ib/500kg, or 20001b/1000kg. Each does a fair amount of 
damage and has a reasonably large area affected by the blast. 


SOCM | CBM, SOOKE 


TARGETS: SURFACE RANGE: BOMB DAMAGE: MEDIUM NUMBER: up to 4 


These cluster bombs are dropped like normal bombs, but when they get to a certain height the weapons explode into 10 submunitions 
that spread out like a shotgun, damaging a wide area underneath. Good for taking out concentrations of vehicles and buildings, 


ANTI-SURFACE WEAPONS [CONT:] 


De 


FAOBI&¢FAE-P, 


TARGETS: SURFACE RANGE: BOMB DAMAGE: HIGH NUMBER: up to 4 


These fuel-air bombs have a two stage detonation process, where they first explode into a cloud of flammable vapor, which is then 
b mien in a second detonation causing massive blast waves over a wide area. The FAE-P is parachute retarded, and drops almost 
irectly underneath your plane when fired. 


TARGETS: SURFACE RANGE: BOMB DAMAGE: MEDIUM NUMBER: up to 4 


These pod bombs will automatically guide themselves to a locked target and are very ood at hitting moving targets. They have 
a = damage radius to limit collateral damage. If you use the missile camera to “ride' bombs, you can manually steer them 
towards a target. 


BBSO0S, 


TARGETS: SURFACE RANGE: BOMB DAMAGE: LOW NUMBER: 1 


These bunker busting bombs use a rocket motor to boost them towards the ground at high speed. They will cause massive damage 
to any structure or ship that they hit. Difficult to aim, however. 


TARGETS: SURFACE RANGE: LONG DAMAGE: MEDIUM NUMBER: up to 4 


This missile flies towards the target and comes apart into a long line of submunitions that extend past the target enemy. This weapon 
is good for striking along roads at convoys. 


TARGETS: SURFACE RANGE: MEDIUM DAMAGE: LOW NUMBER: up to 2 


This anti-electronic missile generates a massive pulse of microwave and electromagnetic energy just prior to striking the target. 
This is capable of destroying vehicles and infrastructure and has a wide area of effect. 
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TARGETS: SURFACE RANGE: MEDIUM DAMAGE: LOW NUMBER: up to 2 


This heavy cluster weapon splits into three high-damage cluster submunitions before bursting and spreading damaging bomblets 
over a wide area, that strike around and to either side of the target. 


'SKEETR) 


TARGETS: SURFACE RANGE: MEDIUM DAMAGE: LOW NUMBER: up to 2 


This ultra-high tech weapon sends out 24 “skeets”, each one of which senses vehicles and explodes over them. The explosion forms 


a —_ tungsten penetrator that will cut through any armour like a knife through butter. SKEETRs can take out an entire 
platoon of tanks with one shot. 


TARGETS: SURFACE RANGE: LONG DAMAGE: TOTAL = NUMBER: 1 
Hidden as one of the bonuses on Ace difficulty, see if you can find this hidden weapon for the ultimate in personal deterrents. 


TECHNICAL SUPPORT, 


Codemasters Inc. 
Tel: (646) 432-6888 
www.codemasters.com 
custservice@codemasters.com 


THE CODEMASTERS SOFTWARE COMPANY LIMITED 


SOFTWARE LIGENSE AGREEMENT _ 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED TO 
YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A LEGAL 
AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE 
COMPANY LIMITED. (“CODEMASTERS”). BY USING THE PROGRAM, 
YOU AGREE TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT 
WITH CODEMASTERS. 


THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. The 
Program is licensed, and not sold, and this Agreement confers no tite or 
‘ownership to the Program or any copy thereof. 


1. Limited Use License. Codemasters grants you the non-exclusive, non- 
transferable, limited right and license to use one copy of the Program 
solely for your personal use. 


2. Ownership. All intellectual property rights in and to the Program 
{including but not limited to video, audio and other content incorporated 
therein) and title to any and all copies thereof are owned by Codemasters 
or its licensors, and you receive no right or interest therein other than the 
limited license in paragraph 1 hereof. 

YOU SHALL NOT; 


* Copy the Program. 

* Sell, rent, lease, license, distribute or otherwise transfer or make 
available to any other person the Program, in whole or in part, or use the 
Program or any part thereof in any commercial context, including but not 
limited to use in a service bureau, “cyber cafe”, computer gaming center 
‘or any other commercial location in which multiple users may access the 
Program. Codemasters may offer a separate Site License Agreement to 
permit you to make the Program available for commercial use; see the 

* Reverse engineer, derive source code, modify, decompile, disassemble, 
or create derivative works of the Program, in whole or in part. 

* Remove, disable or circumvent any proprietary notices or labels 
contained on or within the Program. 


* Export or re-export the Program or any copy or adaptation in violation of 
any applicable U.S. export restrictions or other laws or regulations. 
LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the Program 
is recorded will be free from defects in material and workmanship for 90 
days from the date of purchase. If the recording medium of a product is 
found defective within 90 days of original purchase, Codemasters agrees to 
replace, free of charge, such product within such period upon its receipt of 
the Product, postage paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters. In the event that the 
Program is no longer available, Codemasters retains the right to substitute 
a similar program of equal or greater value. This warranty is limited to 
the recording medium containing the Program as originally provided by 
Codemasters and is not applicable and shall be void if the defect has arisen 
through abuse, mistreatment, or neglect. Any implied warranties prescribed 

by statute are expressly limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 


When retuming the Program for warranty replacement please send the 
original product disks only in protective packaging and include: (1) a 


Photocopy of your dated sales receipt; (2) your name and return address 
typed or clearly printed; (3) a brief note describing the defect, the problem(s) 
you encountered and the system on which you are running the Program; (4) 
if you are retuming the Program after the 90-day warranty period, but within 
‘one year after the date of purchase, please include check or money order 
for $15 U.S. currency per CD or floppy disk replacement. Note: Certified 
Mail recommended. 

Send to: 


Warranty Replacements, Codemasters Inc., P.0. Box 1875, Radio City 
Station, New York, NY 10101-1875. 


LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER’S LIABILITY SHALL NOT 
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM, 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG 
‘AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Codemasters, this 
Agreement will terminate automatically if you fail to comply with its terms 
and conditions, In such event, you must destroy all copies of the Program 
and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation 
have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software." Use, 
duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph 
(ci) of the Rights in Technical Data and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the 
Commercial Computer Software Restricted Rights clauses at FAR 52.227- 
19, as applicable. The Contractor/Manufacturer is Codemasters Inc., P.O. 
Box 1875, Radio City Station, New York, NY 10101-1875. 


INJUNCTION. Because Codemasters would be irreparably damaged if the 
terms of this Agreement were not specifically enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of 
this Agreement, in addition to such other remedies as Codemasters may 
INDEMNITY. You agree to indemnify, defend and hold Codemasters, its 
partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or 
indirectly from your acts and omissions to act in using the Product pursuant 
to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete agreement 
conceming this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by 
a writing executed by both parties. If any provision of this Agreement is held 
to be unenforceable for any reason, such provision shall be reformed only to 
the extent necessary to make it enforceable and the remaining provisions 
of this Agreement shall not be affected. This Agreement shall be construed 
under California law as such law is applied to agreements between California 
residents entered into and to be performed within Califomia, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 


If you have any questions concerning this license, you may contact Codemasters at: 
The Codemasters Software Company Limited, PO Box 6, Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom. 
Tel: +44 1926 814132 Fax: +44 1926 817595 


(BONUS 


O MEGA GUNS 
O SUPER AFTERBURNER 


© UNLOCK ALL MISSIONS 
a oe 


OR CALL’ 


WSO S30 CSES 


F CALTSTCO COST $2. '99 PER MINUTE! 


= 


—_— 


BEFORE YOU CALL, READ THROUGH THESE STEP-BY-STEP DIRECTIONS... 


1 Th your game, go to Main menu > Option onus Codes, and’select one of the codes. This Willig@isplay your 
Bonus Access Code. You need this to access des, so write it down. Make sure that you have created 
and saved a new campaign first, as this will generate a Bonus Access Code for your game. 


13 When requested, enter the Bonus Access Code you obtained in Step 1. 


4 If you're buying the Codes online (£2.99 paid by credit card / PayPal), the full set will be emailed to you. If you 
are calling the Hintline, write down the codes as they are read to you; you can access as many or as few Bonus 


2 Log on or call the Hintline on the number above and follow the directions to the Heatseeker™ area, t 
Codes in one call as you like. | 


5 Totnlock the Bonuses, go to Main menu> Options > Bonus Codes and select the code you want to unlock. Press 
Next twice and then enter the Code you have been given. 


*Requires touch tone telephone and Heatseeker™ save file. 
IMPORTANT: Bonus Codes supplied are unique to your console, game and Memory Card (8Mb) (for PlayStation®2) save files. 
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